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Gathering Your Party 1 



nterT 

I've been expecting you 

So, you have come in search of 

the Inner Sanctiu 

Many have tried and failed, 

are you prepared to learn it's 

secrets? 

Then, come with me. 



QUICK START/TECI INICAL OPERAHONS 

i) I iLs..:r-i you r MIGHT AND MAGIC1" gcutie puk into 
your Ninlendu Entertainment System . 

2} Depress die Power Button, 

3) Clioosi NEW GAME option by moving arrow with 
your Cot]Lroi pud anti press lLil: START Button. 

To restart a saved game. selecL the CONTINUE- 
Option oil Lite opening screen, 

4) Use your canLj■ 0l pad La getecl Lhe leLLtrs ofyour 
charscMer's name, Press the A Button to clioose 
letters, and when done, jjfesy down on Use control 
pad until ENTER Is dlspl^yted. The A Butfrjii will 
input youj1 L-i xicutse. 

5) You will begin in front of it it Inn of Sorpi^S. Go 
inside, sign-in. and select Member. Travelers await 

n*Jr 

to be chosen Jbr Lhe expedition. 

6) Weapons acid armor may be purchased at lhe 

Stacks ixilthr 

Note: Some items will not work for ;l]] character 
dasaoH, try different mrnblnai Ions to sec wjhllcb 

r 

ones work best for your characters. 

7) Equip your Hems and prepare to explore the 
wonders of Lhe Inner Sanctum! 

CONTROLLER OPERATIONS 

CONTROL SELECT START B A 
PAD BUTTON BUTTON BUTTON BUTTON 

Control Pad ; Press UP to move yurtjr puny Lojwajt3 
arid Uy 0P$* doors. Press LEFT or 

RIGHT; to tlini ym«r parly in IJiaL 
dt^ctkwi. Press DOWN Lo move your 

parly bactavarcls. The Contra] Pad 
also nwves the command arrofr in. 
menu option sefectlonR. 

A Button : Opens command windows, adwts 
options and Idlers of characters" 
names. 

B Button Gantels oQinmarid window selections- 
Also n'lnvc* yonr party forward 
(same as pressing UPh 

START Button : Press l.o view your character's Status 
white Oavelitig- 

SELECT Button: Brings up Auto Mapping feature.. 



SQRPIQAL 
The path to the inner SaucLum Ds wrougftii 
with 'j-nn.L-n r RtitUcs must ye soiifo ttcftire the 
tabjldltl 11 vwj I - ri1i<,JL,;ij- yciLi, IxutliKWiant!, 

tx*-lir^l!’ 1-^ In w;iiI lo I'k;l:L \ip-m iiJi'.vniy 
erssvulKni. 

Dn ymj still wl^h I*;; cunliilnc^ Vcay well 

From the town i:>l Sniplpal, shall yon: adventure begin. All rJjRl you MlU 
ni^sJ c::lh In- Icftjtid there. Call upon the aboptmepere and exornme: their 
wares,, you may find sonic tiling yoi i might talc c require, Tnlk in sill ytj i,: 
meet, ahjopkec^era and townspeople alDre ■ there is ulw;iy$ urn: wh* 
keeps an open cor> Remr, inngues ILow more Irealy with a Utile 
pi-r!V:i;i!:i<:ri, f Jsl-fT^ nlivii-ly. cir h1wh y*xij may njlSii iiljpDi kmL clues. 

INN 
n. wo111 rl lx wtee of Villi cn visit hr;! the town 
rNN, Return nfleri, Inr there iv*«ll l:c nlker-; 

If wire who will wlftli lo |ciLi i ynu. 

S^.'ix* vt.M a will also bo urn ^>1x:ci tn SAVE 
Gi,\MEL Yciii. rn;iy >: 111 k>x 1 Ebl;; anil Ic'i tij k:c^111 Ly 
n ii I vi:ur ;idvml i ire. WTijvi ifirer1 vuii an: p.iilLv 

s- s — 

lo i i ii 11iriUK, yum gfSi i iu= will t«: jtSil i.uOd. 

Aniyi\c experteme levels n lust beattsliBdl 
befarp the aecrda of the Inner Sandi irn eari 1 «■ 
i irx’anhejL The TRAINING GROl INTO v.TI3 nil I 
In yiji;ir piTJCtH^iiin-.. Iiir;i Iraj, ill tanura. Upui'i 
enlRinm Nw lnilriic^lriuL,sl£-a ■Aill jGjcoSl ynu and 
Iribcirm you fifliGW utiLly pqtnilB Cli^.LM 
aie required to gain your next leveL U para iconic Lit your magjc users shaD 
a l i casual ijcnliy possess all of the spcU easlir^. Imowtcrig? for their tevdj£ 

TRAINING QROUNDS 

THE TAVERN 
When thirst u'eRaltcs ynu, ihivTAVi-RN 
offers rcfrcslimcxil^- D-sire Up&, rumors 
mav make their wuv inwards vou. ■ 

Tl IE BLACKSMITi 3 
A nist as'-j'inrrii-Tii •::t i ion ijt weapons., and 
■!ijnipry sre rlvifilnvi-iJ \vilJ:iLri tin? cliamhen? ol 
llii: IT3ACKFiMTJli*a ahop. All ofthe 
<:i|iii|jn iL-ciL [br yulit i;jLimi:y can Sx citiujlcied 
Uicns. .ALso. the BL/^KSMTH E will buy any 
Items you fee] aifi nn hunger iiprqwjjy. 

he will only pdrcliasc Lucm ai lial!' Ijie HU;llc^i l c 

THE HOUSE 
Yaurs Le a pqrUoai^ trefe, anti yuu caiuip-t 
expect to travel i.arfc$<!ati'i.€:ill. 
Co to- the Clerics whan you have been 
injured. Thfcy pnssesa kTiowScdgc to 
reslor<! Llit: dead, remove blSndnoss 
.ind |i;u;i]ysis, aiid cure any ills which 
mlyhi bcJalL your party, 

Offer Lheirj fidd - they have been known Lo slL-cngdien men. orj^vr 
YltaJ hints with the pmf:-;:r persuaafibocL'. 

THE GUILD 
Olicc an ancient *;ei I Imdwn oi'dy Lo 
BLBSELa&Jns and thieves. □ ie GUILD La a 
sccrei .srideLy nn limed for its services w 
ch^i rige i tut kkrciUcjes of those who wish to 
reiTiufcri unknown. Ec can oniy be found 
within I he Limits of SorpigaL 

WLiarcvcL' you wish to alkjr - be iL Ei;sm«. 
race, gander, cLa&s or nllguriitinl - the Gui Id Master Anl11 advi&e you 

your opt Lons, 

EULARrrS LINE FOOD 
When stomachs' growl, and y;?m sacks arc 
Empty. si.np by ltd.-, simp iVu sustenance. 
Btiiard offers i uMty foods for lew prices. 
Mr&e^ r,nre to .-aock-up, for no adventurer 
will llf-jn inr kmfi In die cold dungeon* 
with jln empty stomach. 



MAPPING 
The juada you shaft] ii-ivc1 wriUmc:£ncl twist. Take heed, nrie wraryj mm 
ritay l;iku you ibn-wagb 111*.- “^unc i>:1111 m-my UiJi/.-a- c^-cr. MBLki: your '■‘■"■y 
slowly aiitd mark your mi mw*. 3i?:;l you Icika yourself In ljli: maxes of Mi>. 
Iliel'J a: Yarn. 

The SELtXT button dlspL'iys I j-:* AutEi-^Esvp. This cilujQa uul Lhc 
uxpUiTud U irlkj:_v of the |:«CU"Jv'«= lITIinodtlBte Mirrauni lln^i. 
Pressing SF.LFCT Mj^Liri. iwl] restore your adventure. 

M Is- wise, 111.-Ji you travel to UdtC note of ypur sMmninrilnLg*. Many :i 
dnDr.iod imvHJur frir^pl blw d^H-Tinulluii- lost. the location of ~\ checkpoint, 
or haj>peiii:d upon the sornr trap twin■*! 

RjiTnjnmiwi- silwtsys Ibr ■KincmuT's "LQCatJCf Spell. MiCCLolon Is JmiHjgfUinL. 
Bind thlfl.spell Mrtll thowciict lurnlkm >:if yi:«iit party. 

MtlMU 
Dining your travels, opUansare awt Liable !u Old in your Mi.sniwiy 
of the Inner Sanctum's secrets. 

SEARCH 

OPEN 

HOW 
CAMP 

SPEED 
CAST 

USE 

VIEW 
FRGT 

: Ehpudte your susminjcUngE vfleh this eopunapi'i, ggnrch ibo 
area after bat l;k anrl yet.? may llnrl a Irvst-v.in: fflhd. mdk or rl irsl. 

«a 

: IjcirkiiiJ 11 dots- may L;sr yuur pal.li and keep you hum what 
ILtSi IilvdiiiI. A rubber sliuukl best attempt to open It With. 
I Ins eunuiiAiid. 

: Kesiimrigc.your party 8 3na rehin.u cider 

I When I ill jxHiik; are: Law, nrid you art 211 iioud dI rest, slL 
up nsiinp ;^i id ru^alu y-pur streflgjLh. AuuLhcr imlemi ul 
Dpllniis wMI ;bl.-;;> I;*.; dts-plarytsd, 

: Adjust,£31110 speed wiifi Mils option, 
M;ij';lc: has 1:1;my uses. Tit I a option will ill 11 > 
spalls Id ha lulsI ivhun rayt :ri IiduIi.'. 

! [ t c in & may lie used outside of battle fifth this 
comoran 11L 

: Chamrl^r prr-Hilo nnd li ivi':lI nry on; ML-i| iluyud, 

: EVokeljoii Is important for survival, toy 
dangers frarn which your patty is Guarded 
agatn&L can be seen with this Goramjand. 

DANGER LURKS.,, 
■ « 

'Bound every rnrimr is: id push each doorway, a Im^lsc may lt« 
Jn wait. Down dark yi 111 111 ay 1 I i; m-:v 1 ipon 
creatures and si ran Gens euuI spteUil pUiuus - u I ways he: rm guar 

Eache21 c: 1; 1 j nt/Ti- you cjigaRe In mil bring yon one step close 
and u few gold ])&eo© rldier. to what you seek. However, take 
Hired stud do riot foolishly Ivalle crtSirlire's loo pnwcifiSl for your 

Bm 

parLy lo defeat. 

En,roiintc:rs will pruduee I tie followfi'ig OptiOfl&l 

ATTACK liar He nreiiaral Cons are made and 
scree31 will .ip|in,;ir. 

BRIBE : Offer die creatures a bribe, [f they accept you will 
relieved of their presence, however, you will receive 
ciu EF. if they <!o Hut accept, prepare to fight! 

iUiN : Vou may tr\r lo escape to a sale place nearby., 
iinva-veif none lies ctpse at hand., prepare for 
oOKibctl. 

GIVE UIB : Si.Jirend.G3rd. all of your pariy's gold. gems, and too 
11" occepte) by die bsafts, you |wiLI be left 

undlsturbwl. 

vtAiVi Jor iiKin:;te i>; m:XV aiwbisfth vim 1 and take your pail 
■S CB® 

directly Into liaLlle. Or you 1nifty stumble auruss u grouji r>f 
ereatursB which you may light or avoid. 

You v/lll ut3CUTUTti.er a vailecv of iimaiui CB. each tvil h Ihefir n*. 
unique abJELUes, atuteks. speeds, and armor okts&es. Pack^ ds 
large as IS, can be found travcttfjiS Log ether, 



BATTLE PLANS 
(in i:lg JSYtO L'rmj'ih; il. yim will Lg pvv.il I hfflg ft 111 lijtin: 

AUTO : You autom-Fitkally tight using i hr tatiLUe rhn-kvM 
beat s-iiELcd for that. member. 

FIGHT ; Whatever weapon your member Is equipped with 
Is 11.\y.?. \ In Ci in il.iO l 11 if: ■“ iifMiix1. 

BttOOT 

block: 

: [f you am equipped with a briny; weapon, you tun 
Lt.1 ggcr its. use with this. 

: A]i mil.Hrrq>l io shLiild n member from a creature's 
aiiauk. The creature Is not ofFecteclr 

USE 

VIEW 

ROW : Rc-orjJanlzc your party members during battle. 

: M^giC: liters CiUl c:inTih;il spiel Ih- 

: Members may use items from Lhedr backpacks. 

: Ke'/enls Uie status of your parly member. 

: Reveals any protection spells east over the parly. 

: Ail attempt In I’flrenl. rf unsncoesaful. the 
member cannot ebbOsc another option. 

When yo li 3 dec I FIGHT, SHOOT, or CAST, use the arrow 
In indicate I he u r I£ c tiy ( h-I / m £ n ift « g) io Iw ;ilTr:i:ind. Ifynu m-Ilu-l a 

PHOT 

RUN 

spell Ihul ultecls «tioru Uuau one enemy or member, place C he 
cursor on the character to be targeted: the cursor will 
auiOLiiatlcally move down the menu, showing Lhc character 
heSrig affected- ITk* number of clmi-agLeirs nffatferl will depend mi 
Ihe type r>! Spell tasl. 

THE DUS1 SETTLES 

Until one side or Lhc other retreats or is 
defeated, battle continues. When the dust lias 
settled and the battle is over, the number of EE 
gained by each surviving member is shown. 
Injured members receive no EP. 

Before moving a square, SEARCH the battle 
area. Sacks anti chests, tilled with treasure, nr 
have been left behind by some fleeing creature. 
Your cleric should check it for any traps or 
magic, Robbers are best skilled to open items 
with traps, but any member can open items wl 
no traps. 

You may now continue your journey, or set up 
camp and heal members with low HP or MF. 

nl 

You should also try out any Items obtained froj 
battle. However, be cautious of items that mat 
be cursed, Cursed Items, sometimes, may only 
affect certain races or classes. The House of 
Clerics can remove a [tv cursed items which ms 
have been equipped. 



SETTING UP CAMP 

Weaiy travelers must rest in Ottitf La regain strmgLh. Gncsc 
you dtHiLilu to a&ftt up camp you will nniIn- ihni one unit <nl' 
Ihorl will (fcdira&M from each member. also hit points and 
maj£ic points will be realor-L'd. Yuu may even have memnhers 
who have “Gone Down" returned to ndrbfed health. 

Ou.L do rtol. allowyOur&dvCti Id be Calcon aft guiorfl. 
Rcmeml-iir r, oil protection spells will wear oil'during die ntgfiL. 
and you must recast U lui i l oi ice yuu awaken. 

No camptsig area is completely safe. Monsters may atiodk lJu: 
damp white:evelyoill: is asleep. E fowwer, ypu may still llghl 
them oft. II'your chosen camp site is too dangerous* you will 
not be allowed to §k up Lhere. 

On.ce refreshed you will be given IheSi: options: 
EQUIP 

REMOVE : 

TRADE 

DROP 

Any item from your backpack can be 
equipped will] Lhig cMTinmanri, 

Any pguLpped item can be removed and 
pladfed into your backpack. 

Should you fi nd yourself in need a I'an iLem, 
you car3 always Lm.dc with someone In your 
party wlioi carries iL. 

If your backpack la full of items you no 
longer need, you can always discard ii along 
the wav. k1 

SHARE Gold. food. Oir gercit? can be hhared with one: 
anoihcr. You must select die “iate‘ by which 
these items are dfembuLeiJ- 

Yqu need rml always msl to display these options. Upon 
choosing the "CAMP' option. you will he askcrl ii you wish to 
resL. Akhoui£h no hit points will be recovered Lf you answer 
“No”* die camp options menu will be di.splayedL 

QATl fERJNQ YOUR PARTY 

Eiaeh member of your party is necessary for the 
performance of certain duties. J^ace, class, alignment. a 
sex are all part of a member's personal ay make-op. Ead 
member is unique lull! builds attributes differently. Kec] 
ibis in mind when oh online; each new member. 

Vurjs l-j ii< h with mi assortment of races from across the 
land. Each rare: has ilf- own special abilities and 
attributes: 

HUMAN : Although Lhcy arc 

only of average 
ability, they are 

extremely resistant 
to Fear and Sleep 

ELF : Lacking in strength 
and speed, they are 
an intelligent .race 
witli a keen eye for 
accuracy with a 
bow weapon. They 
are also highly 
resistant to Fear. 



DWARF : 

GKOME j 

HALF-O RC 

Poisons are 
in elective against 
the stalwart 
Dwarves. What 
they lack in 
in Lei lech is 
replaced by Lhcir 
weapons accuracy 
and hick. 

Luck is always 
v 

with them. 
Accuracy and 
speed sere not their 
strong points, 
however, Magic 
Spells have no 
effect against these 
wee wantons. 

: Strong and 
accurate in 
combat, these 
lighters lack 
intelligence, 
personality, and 
luck. They are 
also not alice Led 

by Sleep Spells. 

CLASS 

[L v/uiiErj be wise to travel with members of vai'led profe^Loi 
they iticly prove Lo tie uf great use during yoiir advmlme. 
Remember aJsjb that, lllglier endurance Increases the 
maximum number of HP gained per Level. One never hnuiv 
what might be cmccmnLered on the path to the In lies' 
Sanctum, 

FALADIH If A): Prime Altrihutes; CvtLu;lLLs FerstinaJILy, 
Endurance 

HP Qaljifid Per Level: 1 - LO / Spell Casting Skills; 
Clericals at higher Levels, 

In legends, Paladins hailed as knLghtly nr>mt 0haniploii£, 
protecting the honors of their heges. Loyal and devout, 
the.^e Staunch defenders cire trained fee use any 
weapon, armor. or Item unless designed Ibr another class, 
combat, his only weakness IS Lhe usage of firing weapons 

CLERIC (CL): Ih lmc Attribute: Personality 
E-IP Gained Ftr LeWd: I - 8/ Spell Casting Skills; Clerical, 
fur defense and healing, 

Primarily valued for their km;nv(edgc of healing arid 
defensive magics. Clerics are also capsule Oghiery. Chain 
moll or. lighter armor gives them tlie mobility to cast their 
spells- Although ihey nrc limited ho a club, mare, flo.il, sto 
or great bfunmer, they are able to cany shields. 

KNICrHT (KN): Prime Attribute: Might 
HP Chained Per I eve 1: 1-12 
Spell Casting Spells: None 

Trained Jrom birth in the art of warfare , ElnJghts are 
unparalleled in combat . Capable of usLng any weapon, 
Item, or armor unless designed for another elas&ii they are 
formidable uppunenls on Lbc baidefteld. Knights, at Lilghe 
levels, gain the ability lo aLlaek more than once per round 



ARCHER (AR]i Prime Attributes: [nfr»lleijt. Accuracy 
HP GaHWjil Per Level; 1 - 10 

Spell jS&stlng Slriiii.^,:; Sorcerer- at higher levels. 

Highly skilled with firing w&ipons- egjfticially bow*,. Archeri* 
art beneficial fn any parly. Since, both hands inust he free 
far ready iccESs to Lbeir bow, it is difficult for them to eariy 
shields. They are able with any weapon, unless Intended: for 
aiiollier da-ss, imd ;ue tnOSL cumfarUibie Ln chain nuuJ or 
lighter armor. 

SORCERER (SO): Prime Attribute: Intellect 
UP Gbdned Per Level; 1-0 
Spell Casting Skills; Sorcerer, for uffanse and combat. 

Powerful magicians capable of calling farces inLo being, 
Sorcerera a re be at used In combat. Although Lhdr only 
physical weapems are a chub, dagger^ or a fall, Ihelr spell 
casting knowledge Incases as experience and cifagic 
Increase. They ore Limit ed to padded armor anti CUrlnOt 
carrv a shield. 

ROBBER (RO): Prime Attribute: None 
UP Gained Per Level: 1 - B 
Spd 1 Casting Skills: None 

Usually not considered desirable company. Robbers arc 
useful nonetheless. Their faletil lt> picklocks, and disarm 
traps make them invaluable to Lite parly. NoL overly skilled 
In weapons usage, they are fairly able with sllrlgs, 
crossbows, and all other one handed weapons. Their armor 
is limiled to ring mail and a shield. 

ATTRIBUTES 
Thoc arc 7 vim attrJlujc.ce poasettfied 1a- lulIi member. Tlicy dgtaruui il- U 
skills- -and classes, by a r-fuidoiiL iaUny Ihetwoen y and iSjgftcn cor cadi 
^tribute. Hmlng^ nmy also be aflfcctcd by battle -tKpctlcnccs and enMSurili 

rNTfilAECT : A iii:,rrJirri,i i;r:nnml knowledge, Ustl-nlly lower far 
fi^hUT*;. SptH jmd ;i rrTuvn-, mi i ;;l pr>Kj:^;;p, hlj 
nsjlLiirj:: Thr Lve aptjH LLKrai#:. 

MIGHT : Eiftisilia] far rCnlghts and PuLidl:*-1;, 31 nraistin*;-. the *yri 
kLi liilIJ-j i>f ,i culm il'xjt iillk>::l li i;^ d:m liiffe* udlu:UxL Icl IimSCI 

PERSONALITY : A Ifcllle charm can gu ;l Umg wsiy. A member^ chnrif. 
C-o.il aid fa cbkiicdng. inkimiiiiiuii .li m.I biLTuaadcig I he 

apeL feasting ability of ClfcllCSf arid PuladfaH. 

ENDURANCE : Might is nut ;*.IZ Iliac Is juquIiL'd Ln balUe. How well l 
jtiembtr can withstand an enginy uiSifi'ugJH:! isju&L; 
important. Stamina. la needed to gain HP. 

SPEED : Being quick and agbc can itimj a dllJuruire be twain 

capture and sntvwL .Annor classes and Uudiiing Uuth 

Mows Improve with speed. The quidiefiiL always aitadt I 

ACCURACY : Battles may be long airstl dlffleuLL, LI creatures are m: 
dl&pc&cd cl I apJ■:ILy. Combat blows should tx: deliver 
swiftly and pflth deadly aim; AexLujaey dcLumLnca tl 
success of yoi.LT strikes. 

LUCK ! Luck Is a eJiocay parLncr mid la uflun uupredfalrahfa 

If he should choose to jfdc lipan your shoulder::, yrs 

chances, of succeeding gi L-utly luLrcuse. 3-ji shuuM 
Fortune ium Ills- hack, you jnay And yuuxsdf l:i din 
straits* 

ALIGNMENT 

Yuli Will dlftfiuvnr inririy I hin^:; iLlinnl yiT.ar'ir)fraud oLhjGTS during ybur 
;idvu:ii un=4. There i'.'l II tii? rnfemnlxir^ t'.1 h<nr<* natures can shift from Got 
fa Evil, or renunn NeuliaL 

Encxiuntiorfli hnUlr*;. :ind spsl's may alter a Otlidpanibns aLigiJtVjcnt. 
|jCK'jillr«ns ;'jn: jlnnr,, Ini lln-iirl (OWElidi Qoorl -01 EvP. may als«3> be 
encuunlflrerL \irnihczrr-, nfnppoBStC nllgn,mcnl. cai>HOL enter tl iOSC area 
cr equip ji fmmd it™. \rcuiral -mombcrs may enter a restricted place, 
but cimrmt equip reMlTtrrrd licmr?. 



QEN I> E R 

Choose fmril malt: and female COiilpafsiOilS. Neither is 

plttslcally stronger Ihrars the Other. Nevertheless. IL would 
be wise to include both, 

AQh 
18 yearft n tender age lo udunapf u journey such at thiy. 

However, it will take many years to fully uncover the Inner 
Sanctum’s fieereL s. E£ut:h level you gain lull I u a c b iQQth 

camp you set Up will age you 1 more year. Spells and 

attacks ran also increase your age, 

Beware of the Youth Spell jyben you r neouriier tr. Should 

you east IL and fail, you may find yourself even older, 

CHARACTER SlAlTJS 

CONDITIONS 

Ciirama Lers with various muusteri can leave you injured 
after a battle. Attacks, curses, and traps may befall you, 
wounding your parLy, Your CferiO should have spells CO 

curb mosl of these conditions* Ilnot, a vTsli lo a House 
Cleric is ill older a 

O.K. 

ASLEEP 

BLIND 

: Yuiir I iQrtfaMl IXiiidUiOi'i. 

: Should you. succumb to n Silcep §pdl, you wifi be 
mDmmtarlly disabled. Rest, Awaken Spells, and 
bfivnrtiine Hue virlijii of anmJher rnlnek should muse 
you from sfc 

: Watch ouL for creatures who attempt to blind yon. 
Your attack e(lcclivBii&B3 will be reduced, tf they 

SILENCE 

POISON 

DISEASE 

j Affecting only your magic iuser-'i. Lbey will nor be ab! 
to cist any spells for a eomdn length 0? time. 

: Once polsnrted, you must cui e the ccmdilion 
. SIlou Id you delay, die tmdn ‘will spiv. 

and dPCTfetlise IEP. i imsing ;i si aw uni! painful demis 

: As lethal as pot&un, Otaaijse arte* it has grmved 
enounce Into your body, can cause u, slow demise. 
I IP and MP arc not rccoveruble. The cum I iiii in 11 in* 

In : edred by A Ckrte's sbell or the House Clerics 

PARALYSIS ; Be cartful of pcUtd>^lrtg ullur ks, you will lose the 

a In Illy to move your body, This CQrtjdtMgn cap lw> 
remedied .with rest, but severe cafes may jii1^ u 
Clerirfs speII or curing by the House CfciteB. 

EXPERIENCE POINTS (ER) 
Aixjuicinu krKiwJfedge is a feiir.Lhy task. It requires hard work a 
experience, Afc you venhnv, yim will fifilher fik'perJcricL\ The m 
experionoB you gain, the better your abilities and Strength aik 
the higher your class level will became, Your exploits will earn ■ 
Experifertoe Hnlnte, IC.P. are gained when enemies have been 
vanquished and quests completed. As yciu gaiai experlciKv:. you 
will cam Ihe chance to adyaripe in levels. ttlfflgfc, aoii ^irengtli. 

MAGTC POINTS (MP) 
Magic standd not be wasted It Is i k i lie pUyrd with as il Is very 
potmib You will begin with only a tnjinlL an lutad ol’spell |«ilrils, As ye 
knnwJ«lgeaiid levels incLtasi. ssjwiil dbc number of MP yet i posted 

LEVEL 

Will i inch new level crimes siren pth. wisdom. and IntclLigcnec Sot 
gain the ubiety to battle larger rrsou.slui--;. C11huisr Ihe knowledge to 

im.Mr pfAWsi u l spells. Levels can be gaLnerl through ninny 
avenues, but best thixmgh training and in haule. 

HIT POINTS (HP) 
3l b litttdiiuliijS lo n;ive a gngtnl mi mix:r of I Lit ftoinLs. For the warrt: 
who pas5|s«a' a higli inn 16er, mM ur.s:iM i^an snslain mueh 
punlalrmcnt in bahk. Train oken, Eiiulybur ifcnralhuiii tiuiub^of 
poinls wil l inr.reap.e. Bui lake licwi M your number refiched 0 in a 
n irriuot. yr>u will lalt faiuf: more ciian this, and you are surely doon 



ARMOR CLASS (AC) 
The grealar Mu* Armor C kiss, the cnore protection a whit lor has 
ciurhig a battlo, You must acquire sbsclds. proluclion, and such 
ffiMftS tft raise your Armor Class. 

K^EHlKNCK POINTS [EP| 
Your adveiltureft In. Viim nre boilbd to give yOIL much Experience 
In C:1111111;ji mid CUTinlrig. Yuuf rgw:ir£I is Exp£rterLOfc Pu-iJ11S> 
which, ivhen they have reached a certain jevcl, aid you in the 
advancement of levels, and die acquisition of magic and 
strength. 

GEMS 
Gems are critical to the casting of strong magleaL spclis. Seek 
them wherever possible. 

GOLD- 
Of critirsCu you wiLl require Gold to buy better weapon a. food and 
drink, and the aid of certain acdleltors. 

FOOfl 
One unit of Food will feed a warrior for a day, and Ls direly 
needed by the. wsjundsd and wank. Bui you cart rmly C0 tTy :j3 
much ns 4f> iLOits ivorth, 

HACK. HACK 
S hat wfcilch cannot he carried by build mu si be stored in Lhe 
Backpaok, 11 you wish Lo use ileitis Jroci i here, aedvate the "Use" 
llmedoii. 

ARMOR, WEAPONS. & I5QUIFMENT 

Seven types of armor,, 22 dlirerent weapons. and a wide variety of 
Items [J3npe. lord™, etc..) are available for pu h 11;'ise. l Euriiiunls of 
other items, ntay olsn be i Hscrh.^eml ilm irjg your LeaveLy- 

Muny of the items you seek wd] be on sale in a town slore. Choose 
wisely, and be frugal. 

MAQIC SPELLS 

Mdgic spelb in-e divided ^rt'Longat ihe 
clerics and sdrcercjs- A lutu] uJ 94 y pel Is 
can be learned 147 for each category), 

A spell caster may cast spells at any level 
up io I he 111 ;i :-l i ii 111 ii i levet slujwn in I he 
churuiiterV; ]• ni Ii]m. b'twv sp&Jls are 
learned as you gain new experience. 

The spell descriptions include: 

NAME s General description oF the spell. 

TYPE : The rthEnber of magic points (Mil and 
* i i -, ■ 

met aretes gems required ioca&l the M-pell. 

CAST 

EFFECTS 

: When and where die spell may be easi. 

i Cburautor'y) or uicmsletfsj effected by die 
spell. 

Additional iulbnuulion about die spell DESCRIPTION - 



CLERICAL SPELLS 

LEVEL 1 

NAfrlE; Awaken 
COST: I MP 
TYPE: Comba.1 
AFFECTS; Any sleeping piny 
nHfnber 
TOSClyPTJON: I nsfcantarifcfti i2y 
cancel* Gik -sleep dbnditlan. May 
be critical jf party is iiii;ic-kcrI 
during nEip- 

NAME; Bless I 
COST: L MP 
TYPE: Combat 
AFFECTS: 1 Enemy 
DESCKllTlON: Ml'i-inpls tc turn 
any undend monster [natanlly 
Into aati. 

NAM3-:: BLIND 
COST: I MP 
TYPE; Combat 
AFFECTS: L Enemy 
DESCRIPTION: Blind* lh» 
iiW?(l monster Lor I Lie dueaiujn 
of conilJul. or until It cn.1 ere antes 
die spell. 

NAME: AIM 
COST L MP 
TYPE: Ciimbra 

D » ■ ■ ■ 

AFFECTS: IEjMIfis Parly 
□ESCRJiFTtON: Inti:eaaca Elia 
accuracy su ivlianh nil Ch.HJHGIcl.'fi 
light- The spell Lasls Jur Un- 
duruGnrL ol'one combat round. 

NAME: LIGHT 
COST l MP 
TYPE: Non-Combat, 
AFFECTS: Entire Pnxly 
niESCRllTlON: Lillies li |j on* 

dpt; space *uiTTiundjfig the 
party. Multiple lljjhi spell* oari 
be <■;j.-;I i ci neonmulate multiple 
light iaetora. 

MM&: P-FEAH 
COSTS 1 MP 
TYPE: Anytime 
AFFECTS: Entire Parly 
FiKSCBlFpONr Increases alj 
charade: h resistance to fear and 
spells oJ Intimidation. Spell bi-ir.s 
line clay. 

NAME: CURE 1 
COST: I MP 
TYPE: COMBAT 
AFFECTS: 1 Character 
DEBCHEPTFCJN: lie-ids minor 
battle wotifida, loslorin^ ft 1 IP in 
11aai. character- 

NAME: CURE 3 
COST: J MP per experience 
level 4 l Gem 
TYPE: Anytime 
AFFECTS: I ChiiiTieter 
DESCRJPL'JOX: llestore* MO of 
Lhe ch&itidicrs HP. 

CLERICAL SPELLS 

LEVEL 2 

NAME: CURE 1 
f“OST: 3 MP 
TYPE: Anytime 
AFFECTS: l Character 
DESCREPTIOX; Cures mast 
serious wounds. RcaLOj c* I ft HP 
in one uhnmcter- 

NAMF-; HERO J 
COSTf;: 2 MP - I Cem 
TYP& Dam hat 
AFFECTS: - Character of sonic 
alignment aa ea.a-ier 
D ESC RIFT J ON; Bestows. 6 
;i«.L:luduruil IIP and temporarily 
raises the i:Iuli.h;I!!I Luo Lrvels in 
experience. Spell lasts for the 
rluj'-ui IIoji Lit ime i r?1.1, murid. 

NAME; PA 1N 
LOS T: 2 MP 
TYPE: CombaL 
AFFECTS: 1 Enemv. Not Undcad 
DESC miTTON: Cl i lp| ilm 
monsters with; pain. Inflicts 2-12 
dumugo f >: :< I n rs unless the 
nriiiatBf is Lmmuiie in [Mir-. 

XAME-: F-COliD 
COSTS 2 MP 
TYPE: Anytime 
AFFECTS: Em ire Parly 
DESCRIITJQN: Increases, all 
cl kmnicrs' rcslstaiicb to cold or 
freezing spoils. S|iel311 sis une 
1 lay- 

NAME: P-F1RE 
CpSTT; 2 MP 
TYPE! .Anytime 
AFFECTS: Entire Party 
DlDSGldJTrQN; ImiHiiswN ill I 
ultaractfcra* resistance to I'J/c 
hisii spells. Spell lasts one da; 

NAME: F PCHS 
COST* 2 MP 
TYTE: Anytime 
AFFl-TTfi: Entire Party 
DESCRilnlON": ihtwemm nil 
eh; irnctcrs.’ resistanDC to polsij 
and paiaoiiaii* s| ml 1*. Spell Ins 
one day. 

NAME: SlLEN 
COST: 2 Ml = 
TYPEi 
AFFECTS: E EriKmy 
DESCRIPTION] Prevents the 
Eiioii::itT I n n3i easting spells foe 
the duration ufai« caul'IiuI 
round or unttl ft overcome* ih« 
spell. 

NAME: SJGGE'S 
CO&TS 2 MP 
TYPE: Combat 
AFFECTS: 1 Enemy 
DESCRIITTON: Cu\-rc:r>\ m«nsl 
Inc.Q refraining from attack. La: 
Ich- the ihin11Ion rifonc comhal 
round or until n iOE^h-r 
<wereafiteE the spe-ll 



CLERICAL SPELLS 

LEVEL a 

NAME; FOOD 
GOSTR 3 MP + L Ocm 
TYPE: Non-Combat 
AFFECTS: Spell .Csfet er 
DESiiRJPnOX; Adds 6 food 
unUs lt> l he Gas-tea’s supply, 

NAME; C- BLIND 
LOST: 3 MP 
TYPE; Anytime 
AFFECTS: 1 Character 
DESCF^FTidM: Restore* slight 
Lu Llii.ll character, removing the 
blLlldcd D.ijilLI I km. 

NAME: C-PATCA 
COST: 3 Mi1 
TYPE: Anyjdaw 
AFFECTS: 1 Ch:ar:ac!lcr 
DBSCHFTIOH: Rrafitn^B 
Etiov^rtiiTii III that character. 
removing ii.it parajy^Ll 
rxmdttlon, 

NAME L1GHC 2 
COST: 3 MP 
IYPEl Non-Cuiflb&t 
AFFECTS: Entire Parly 
D3vSCE?lPTlQ\; Deitows 20 
factors of light Dll I Llix party. 
For use when. dLspcltlng 
darkness. 

NAME; FLAME 
COST: 3 MP 
TYPE; Combat 
AFFECTS: L Ejieriiy 
DESjCRlPI'JONi Attacks monster 
with .a \ft ciJ llmni1- IrJIlnlnig 
3-19 paints of damage. 

NAME: FROST 
CQST> 3 MP 
TYPE: Cymbal 
AFFECTS: i Enemy 
T>ESCRLFnpN: Attacks monster 
with severe frostbite. LiillLtlhig 
3-18 points of damage. 

NAME: QUEST 
COST: .3;MP 
TYPES NOJi-Comliul 
AFFECTS: Entire Party 
TM53CRIPTION: Rjckajgraf parly- 
from Sts eoiimil In ienl to a i|ui-.ki. 

name: FLOAT 
COST,; 3 MP +- ] Gem 
TYPE- Ncn- Combat 
AFFECTS: Entire P;irl y 
DEpRETlON: Creates a 
ilijAtirtg nanrl chi ire vyfiUib the 
party may walk dll over water- 
S]m^I Insts one day. 

CLERICAL SPELLS 

LEVEL 4 

NAME: C-D38 
COSTS. 4 MP 
TYPE: Non-Combal 
•AFFECTS; t Quftrai'ter: 
DllscidpIlONi Restored, full 
health to a sick character. 
RxaciovLiK-111« Disease l ui u III .ton. 

NAME; C-FOCS 
COST: ■I M P 
TYPE: Son-OcHjibat 
AFFECTS: ] Chai&cfer 
DL'SCKILT LON; Flushes poison 
on I of a ibisinicrtor's system. 
Removes the Poison condition. 

NAME: P-AC3D • «■ my *«• ■ * m * ■« W: 

COST: -] ML3 
TYPE; Anytime 
AFFFXn'S: Full re Party 

DtSCRIfTlON: increases aJL 
i loir.ic-cer:,' rx,:,l.snmi::i? Ici rioi I 

attacks. Spelt lusts one day. 

Name: P-ELEC 
COST: *1 MP 
TYPEf Anytime 
AFFECTS: Ediitt Parly 
DESC:RlFJiON: Crarea&cs all 
eluinLiilhrs' nesisbiriet' In 

electrical attacks. SpeJL lasts one 
dory. 

NAME: ALIGN 
LOST: 4 MP -i- 2 Gem* 
TAPE: NiiEi-CutribaL 
■* ■ • • ■ 

AFFECTS: I Character 
DESCRIPTION: Rteflortgh ;i 
eh a .meter to Lts original 
atlgnmeiiL 

NAME: i|LASH 
COST: 4 MP 
TYPE: Combat, Outdoors 
AFFECTS; Up to 3 ccvHrtl.c&. no 
in liuiicl hi I Land combat. 
DESCRIPTION.: Zaps monsters 
with lightning bull:. irilhcUug 4 
32 poinca of damage. 

NAME; HERO S 
COST: -3 Mp - 2 Gems 
TYPE; Combat 
AFFECTS: 3 Ch.imtter 
D-ESCKILTLGN: Temporarily 
btsloivs 10 ;uldllioii;il 33P;md 
raises the character 3 Levels of 
experience for one combat 
round. 

NAME) RISE 
COST: 4 MP + 2 Gems. 
TYPE; Non-Combat 
AFFECTS: Entire Fairly 
DEECmrno?;: Instantly 
transpons all party members 
from mil midei ground local km 
the surface. 



CLERICAL SPELLS 

LEVEL 5 

NAME: SWARM 
COST; 5 MP 
1YPE: Cuiiibitl, Diilcinr.r 
AFFECTS: All Knetnle# 
DESCRIPTION; Send* a swarm 
of killer LnsDcts agafnM Ilia 

inflicting 2-20 damage 
points each. 

NAME; PARALY 
COST: 5 MP 
TYPE; Combat 
AFFECTS: All entemfes In hand 
to J]and combat 
T>E5CIR3PT3ON; Allen ip is lu 
SMmribllEjfe =dl monsters and 
prevent them from fl#rt1ri|J. 

XAMF: CQNP 
COST* 5 Ml' + 3 Gems 
TYPE: Any! jjfit 
AFFECTS! I Character 
DESCRIPTION; Releases 
character/roi a all undtisfrtfejta 
ijOndltlons except death and atone. 

NAME: LEVEL 
COST* 5 MP + 3 CHema 
TYPE: Anytime 
xd"J''ECTS: 1 Oharaikr 

DESCRIPTION; Heatons 1-5 
*xp£tii?mii± 3i‘vnlr: that may have 
been Lost due to Havel drai n.*;. 

NAME; DISPEL 
DOST. 5 MP 
TYPE: Anytime 
AFFECTS: All Characters and 
enemies 
DESCRIPTION: Cancels all 
magic fcpElte cunjpntly active for 
both cltaraelere and mun&trra. 

CLERICAL SPELLS 

LEVEL 6 

NAME: MOON 
COST; *J + 4 Gcm& 
TYPE: CeuciIjuI, Oulikiui:-; 

AFKECTS: .AIL Characters and 
enemies 
DE-^EdJT JO-M: bathes both 
parties in k moan ray that 
b$Kmwa I II1 mil each 
character and removes 3-30 HP 
from litjwli hriecriy- 

\AMK UFE I 
COST: 6 MP + 4 Geras 
TYPE: Artyj bnc 
AFFECTS: 1 Character 
LiESOPJPrJON: Brtcigs the 
character bark in Life, removing 
I he dead condition, if spell falls, 
character musty be cratHotttFd- 

NAM13; C’STONE 
COST* S MP -f 4 Cents 
TYPE; Anytime 
AFFECT& i Character 
OESC RIFTEGN; Re nnLmute& -:i 
■::3i;jr;jeu-:r Vrl'iu 3ias been turned 
to stone. 

NAME: TOWN 
COST: 6 MP 4 4 Gian?. 
TYPE: Non-Combat 
AFFECTS: Enl Ire ftirly 
DESCRIPTION: Opens a 
temjportiy fwrtaL to any ioym 
and Eiiavfc.*-; lliu | i;ii‘ly li> ItulL 
town. 

NAME; A OF; 
COST: 6 MP 4 1 Gems 
TYPE; Non-Comb at 
AFFECTS: 3 Chai-aeler 
DESCRIPTION: A frumtatei of 
youth that trims 1-30 years of 
aLge l’i ijs a ebainaeter. SpeJL 
carries some risk of producing 
ibh up|iEisii4, effisctu 



CLERICAL SPELLS 

LEVEL 7 

NAME G-EODY 
mST: 7 MP - 10 t erns 
TYPE: Combed 
AFFF.CTS: Entire Parly 
DfiSCraPTldW- KeMures -ill 
characters HP and removes all 
ujidgHl itiIjI-2* r:2:«nc3l lions. 

XAMF-: Fir,ESS £ 
COST: 7 Mr + H Gkins 
TYPE; Combat 
AFFECTS: AIL I Jmfetid Monsters 
DEBCMlTJON: Cpm.pl«tefy 
cl«jv;as.l ;sc^j; -i H undead mwiflLcrs. 

NAME: P-ELEIVS 
COST: 7 MP + 5 Gmi& 
TYPE: Any lliiu: 
AFFECTS; Entire Party 
D^RJPTIOK; Increases all 
characters' resislaribs ec> feu-, 
r-oltl, lire. podbflii. acid, and 
eJcctrlcily. Spell lasts oni! day 

NAME LIFE 2 
COST; ? MP + 5 terns 
TYPE: NiJiL-Ciimtail ■ a ■ ■ ■ 

AFFECTS; 1 diameter 
DESCRIF1TON: Retnovca the 
eradicated condition iVoiti a 
ehiiTuuti-r, adds 10 years to age 
and subtracts ] point. nf 
endurance, There is a chance 
I hat this a pc LI will foil. 

NAME: NOVA 
COST: 7 MP * & Gems 
TYPE: CranbaI, Oi 111 lours 
AFFECTS: 1 Enemy 
DFCFaC Rl FITON: Sears the 
monster with a focused r: iy nr 
deadly light inflicting SO-ipO 
damage poErils. 

SORCERER SPELLS 

LEVEL 1 

NAME: AWAKEN 
COST; I MP 
TYPE: Combat 
AFFECTBs All sleeping parly 
minsLlierfs 
DE&CMPTfONi Awakens alJ 
sleeping p;srty meti i to era and 
cancels die sleep ittndLtian. 

NAM&: DEreCT 
COSL i Ml' 
IYPE: N-:!-ti C^tlbat 
AK FELTS: Spelt Caater 
l.iEStRJPTIOFlr Reveals any 
t:i.=uMi:;lI sl,Krri:-; In ;i master's 
backpack and i loI Oa die 
tciisumirig charges. Also detects 
:n.Cr.]L. ksskle ;i i:Im!!,I, Ixm, nip. 

NAME: VOICE 
LOST. 1 MP + I Gam 
TYPE: Combat 
AFFECTS l Ediemy 
SJBSCEdKIOX: Zaps I l ie 
monster with a &crcamjng blast 
mI purg ecLiirjft'. IriJLR'ta I 4 
damage points per Lev#] of 
iTi-ster. 

NAME; FLAME 
LOST: I MP 
TYPE: Combat 
AFFECTS; 1 Enemy 
DESCRIPTION; Strife a burning 
idialt Into ijjii- monster, and 
inUk'ls I] pofats of damage. 

NAME: ARMOR 
COST: ] MP 
TYPE: Anytime 
AFFECTS: Rriliie Parly 
DB^KJJTJtHIl Toujghcjia a LI 
churactenf stdri so that attack 
Lmill rViun^l ei*« Ixmjj ic:t oil. 

NAME: LIGHT ! 
LOST: l MP 
'TYPE; Non-Combat 
AFFECTS: Eiiiiix: Pirly 
UESSCKIlTfiON: Gives die pare* 
1 light factor. Multiple light 
farfLor-a may hi GfuU in 
accumulate Light factors. 

NAME: LOCATE 
COST; t MP 
TvTT;: Nun -OfrftlbiU 
EFFECTS; Entire EYu-ly 
DESCRIPTION; Gives e>;act 
loemJuri ol'llic [Kirly. This sp" 
is highly useful when making: 
map. 

NAME: SLEEP: 
COST; 1 MP 
LYPE: Coinbal 
AFFECTS; Up to A enemies 
DESCRIPTION: DjuM'- monger 
into a disep sleep pirevenLin^ 
them from attacking, Spelt Jaai 
until monsh.'j- in d^rriN^d or 

■ a 

overcomes the spell. 



SORCERER SPELLS 

LEVEL 2 

NAME ARROW 
COST: 2 MP 
TYPE: Combat 
AFFECTS: 1 Enemy 
dESCWPHON: Magical acruiv 
p\£tam ;l i min:.vi.lt. Lnilletlng 
2- L'2 damage poLnl&. 

NADdfc: ASLEEP 
COST; 9 MP 
TYPE: CoihlK-il 
AFFECTS: i Enc11jy 
DESCRIPTION: Hypnotizes 
nrupriatcr to pre/aru :aiS!j>c!k! h.ijC- 
EJftct lasts tintLl mbnator la 
damaged nr oi'enTimes the spell. 

NAME* ENEMY 
COST. 2 MP 4 S Gem 
TYPE: Co mb at 
AFFECTS: 1 Enemy 
DESOKJ]Tno.\: Revert Is the true 
K-3i-nl.il.v- of n monsTer. 

NAME: JtlMi1 
COST: 7 HP 
TYPE; Noti-Combai, 
AFFECTS: Entire l-arev 
DESCRIPTION; Gives al l 
characters aiipeF slrengih. 
iil'lriwmg (hem to jump 2 squama 
forward, jjn.'v li Ic:rI l here axe no 
magical force fields In I I n: way. 

NAME; LEVi r 
COST: 2 MP ' 
TYPE: Non-Combat 
AFFECTS; Entire Party 
DESCRlPnOX: RaLHgfr ;i]I 
i limviriers above die ground 

' Q 

prCHtCCLiEl^ I hem irnrii various 
dangers for one day. 

NAME; POWER 
COST: 2 MP 
TYPE: CombaiL 
AFFECTS; J Character 
DESCRIPTION: Horsts nil 
characters Might by ]-4 p:Ai\i.-; 
Ibr 111e duration of the battle. 

NAME: SCARE 
COST; a MP 
TYPE: Combat 
AFFECTS: f Enemy 
DESCRIPTION: Strtlws fear into 
the monster’s heart, dlx:r uiL^irjU; 
lh« probability of at lack. 

NAME; QUICK 
COST: 2 YIP 
TYPE: Combat 
AFFECTS; I Character 
DESCRIPTION: Bojfels a 
characters'speed by l-d ijuemIh, 
Cur i hi; duration of a combat, 

SORCFRFR SPFLLS 

LEVEL 3 

NAME: FERE 
COST: I MP per expert £t llC level 
of caster + l Gem 
TYPE! Cnrubai 
AFFECTS; 1 -b Enemies not In 
hand m bund ranilwM 
DRStRIFllON: Rolls a deadly 
ball of flame into the monsters' 
IiiuIkL, liiJlik:tlESg !i-fi pttima ul 
ilarmgc for each monster, 

NAME: FLY 
COST; 3 MP 
TYPE: NCirl-CntiibaL, Gtffldiiurs 
Af'I’ECTS: Entire Party 
DE^EUTOON; Ora 11 Is rinigk'nl 
Lli;)hi lci ;.i]I chiirsicterjL enabling 

them to teleport anywhere In the 
ni,Jtsl.de region. 

NAME” MIST 
COST '3 MP + 3 Cam i'i 
JYJ'L'i Combat 
AFFECTS; Entire Party 
D INSCRIPTION: Drops an 
invisible mist over al] characters, 
lirivilly rli'ermsing I he nicniKlerK- 
chance of attack. 

NAME: Eior;r 
» • ■ * 

COSE': J MM I’cr experience level 
of caster ■+ I Gem. 
TYPE: Combat 
AFFECTS: 1-3 Encnnes 
IJRfsCRIPTION: 0]mhI.k \hii 
monsters with a gigantic 
lightning boll In file ting ] G 
da:n;i^e pujnls Oil iill. uSDilSV-js. 

NAME: ROOM 
COST: A M p 
ITI'E: Combat 
AFFECTS: Entire Parly 
LUvSCldITION. Creates more 
room for your eharncten m 
Ip;U lk:. aMuwLng the IbSL 5 
characters to engage In bond U 

hand erimbiif . 

NAME; StOW 
COST: H. M P 
LYME: Combat 
AFFECTS; AH Rncrnusf 
DESCRIPTION: Places “an 
Invisible forte fLetd around all 
mprudi'TS, .-slowhig I hi i n 11■:v*.v11 I 

E/2 iheir original, speed. 

NAM E: WEAKEN 
COST: 3 MP 4 I Gem 
TYPE; Combat 
AFFECTS; AL1 Enemies 
DESCRipjfiON: Drains power 
from ;i n n mnslnr-; redi n jjjg eti* 
niunslLr s HP by 2 -lil-J AC by : 

NAME: WET5 
COST': 3 MP 
TYPE; Combat 
,ft EFFECT'S: 1 <-5 er^einfeis iloI In 
hand to hand combat 
DESCRIPTION: Wraps I 5 
monsters In a a liper natural we 
preventing them Jrem fightLng I 
l"mm durutlnn ::•! eiirnb.sL. 



SORCERER SPELLS 

LEVEL 4 

SMtE: acid 
COST: 4 MP 
TYPE: CamhaL 
AFFECTS; ] Enemy 
DESCRIFTFON: Launches a 
oomosLvc acid tMl LrillLH.* 
3-30 iJsmftjigc points. 

NAME: 4 MP 
TYRE: Combat 
AFFECTS: I Enemy 
UEScncPTfON; Attacks with a 
beam of intense cold, ihai 
pen^Enili.^ the mijra-to’s heart, 
inflicting -1 - I fi rLirqngc points-, 

NAME MiHD 
COSTS' ‘I MF 4 2 Gems 
TYPE: Cwnbat 
AFFECTS: I F.ni-my 
DEMWJ'NON: rtei nows l tie 
fciiclai^.lhr>: tiraljp, dLEiibLIjil; all Us 
abdtllL^B during t in? lmtt&c. 

NAME: FROST 
COpT: 4 MP 
type; Craibat 
AFFECTS: 1 Enemy 
DESCRIPTION: pfe&isK rjjfc 
monster. preventing Et from 
attacking Jar cl it? duration of 
csnrnhati 

NAMES GUARD 
COST: 4 MP 
5#E: Hon-CCimbaL 
AFFECTS; Entire Party 
DL'SdHirnON: Places a 
^upvrrfatural guard dajor wsr 

pasty prawn Hijg surprise 
attacks fot' one day. 

NAME: F-J'SYC 
COST: 4 MP * 2 Gems 
T&'E: Any! Li III- 

AFFECTS: Entile Pa^ly 
DESCpll:TlON; Grants all 
characters lm.immlly from mind 
liillnnneing spells for otis day. 

NAME: SHIELD 
COST: 4 MP i 2 Gems 
TYPE: Combat 
AFFECTS- Entire Para 
JJHiSCIdrnON; Creates an 
invisible shield tv-hliTi surrounds 
11k: fi-iriy and protects ali 
cLiaraelms I rons most attacks. 

WANTE: RUN 
COST. 4 MP + 2 Gi-m:~ 
TYPE; Combat 
AFFECTS: KntLre p?ntv 
DESGRlimOpi! Cri-ah-; a warp 
h i thrift allowing pally to i c:tn:: a E 
from must Uuliktr. saJelv 

SORCERER SPELLS 

LEVEL 5 

NAME: ACID 2 
COST: 5 MP 
1YFEL.: L'oml ai I, on h Jnor* 

AFFECTS; All enemies, not iji 
bnziil lu hand •rmcihal 
DliSGRlJrii£fiy: Unleashes a 
lomci orat.it! ruin in flic tang 
S-F/J iIliujaUV pohrf.-; iin ^aoh 
monster. 

NAME; DISPEL 
COST: a MP 
1YE?E: An>11 me 
AFFECTS: All characters anti 
i nemEes 
OESCRLFltGN: Cancels all 
insigk* :.|ii:ll:; eurrrnily ocUve In 

hot]] parties. 

NAME - SHELTER 
COST; 5 MP i 3 Goins 
TYPE: Nort-Comba! 
Af'FECTS: Enllrc- Limy 
DESCRIPTION: Pnw.ik's one- il 
f»f rfcsti free from any ericounte 

NAME; TELEPORT 
COST: 5 MP - ;i Gems 
TYPE; N-Dii-L'c.mbal 
AFFECTS: Entire Party 
LHCbURin iON: [rlh I an lly iitoyB 

H ie party from its present 
pasiUnrL. up In & square* HI an 
direct Ion. 

NAME: DEATH 
COST: vj MP 4 3 Gems 
TYPE; Combat 
AFI' E-CJS: I Enemy, nul ucaload 

DESCRlhlGN: Finger of deal Li 
11 ii.]i :l k‘o a i id destroys nlon&tcr. 



“ 

SORCERER SPELLS 

LEVEL 6 

NAME: SWORD 
COST; b MSP + A asms- 
TYPE: Cdmlmt 
AFFECTS! .‘VIL Enemie* 
DESCRIPTION; A magical 
dan£Li1£ lliul muves v/itli 
Ugjnt3iirijg speed and sLicca 
Ui:i!U|;h ;il] mi leisters, InJUcdng 
1480 damage po\nta each. 

NAME; A SH 
COST: fi MP + 4 Gems 

TYPE: Combat 
A F FECTS: l Enemy 
DESCK^nOX: Disintegrates ;i 
rlinmctcL- to a pile of dust. Ln 
other v.'unl.'H rlcdnutUng it 

NAME: WARP 
CAST; 6 MP + 4 trcms- 
TYPE: Ndii-pombat 
AFFECTS: El 11 he Pnrtv 
DESCRIPTION; AJtcrE-aJI 
eli;ii;jckirs inolni iil;.ir structure 
long enonph to aLlow diem to 
rnnvT one yriuore foiward 
thrmiffh Ldiv biirni-.r. 

■i 

NAME! P-CAST 
• ■ 

COST: 6 Ml? -f 4 Cfcma 
TYPE: A:iybme? 
AFFECTS: Entire PaVtv 
DESCRIPTION; IncTCBSta all 
characters reals! aciee m cringle. 
Amount of Increase depends on 
Ill-L! experience k'vi'l r>l a isl eir. 

NAME: C.-JTEM 
COST; 8 MP ■+ 4 Gems 
TYI 1L: Wcj| i-Coinisi l 
AFFECTS: SpcIJ Caster 
1TRSGRIPTION: Restores 1-4 
charjjcfl to aituy item In. I he 
casters back pack. Some risk. 
11 mi die .-igrfJl nuiy kilt and 
destroy the item. 

SORCERER SPELLS 

LEVEL 7 

MAME-: ASTRAL 
COST: 7 MP +■ |J Gems 
JTcTE: Ncm-CcHBLlj;ai 
AFFECTS: Entire i’arty 
DESCRIPTION: Tr&nspcirts all 
characters to die aan-al plane. 
Tills highly dangerous pla.ee is 
crfittfu-'lffig lm|JUiriLlj]e mai 11. 

VAMF: DLIPLLC 
COST" 7 MP +■ 100 Gems 
lYPE: Noti-Goml i:H 
.AFFECTS: Spelt Caster 
UESCFJPTIQN; Allows the easier 
io duplicate nny 1 Hem In I lie 
castcx’ia back pack. Small 
el m ru e I hilt ihi' Sl id'! '.V111 Inll ;md 
deetroy the item. 

NAME' METEOR 
COST8: 7 MP 4 & Gems 
IYFE-: Gtiittha.1, nul ijpcirhi 
AFFECTS: -*113 enemies 
DESCRI PTION: Buries Bill 
nfiimnatera unde* a hall of 
meteors. inQiqldiig 1-120 damage 
pDhiLs nri ench niiir'esler. 

NAME: KEKfcSC 
COST; 7 MR i 5 tTnai.1; 
'LYPE: Combat 
AFFEC1S: Entire Pnity 
DEiSCHiFnON: jteduces. the 
damage LnJlLcted on all 
c] i: 17; icLurK by L /2 dud i ig 

combat. 

NAME: PRISM 
COST: 7 MP -i 5 lTn:i,s 

‘LYL'E: Combat 
AFFECTS: All Enemie-s 
DESCRIPTION: A ram lorn 
powerful spell that has 
rompfelely '' opredlciable 

on id] monsters* 
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AREA; 

Town ii\ SurpJg&l 
SurJa-CJe X^lO V=LO 

NOTES: 

A Inn of Sotpl^AI 
B - Blacksmith shop 
C - Market 
l> ■ CJ&ica] House 

Map tor C-2 
I cm Located jlll X=B y=tf 

E • Train tn^ (Tmu nd.s 
F- fiatli io 13 it? Outdoors 
C - Sin Ira gofilg down 
H - 3-lntucs (1-7) 

ULAN K MAP 

0 12 3430 7 0 9 10 1.1-12 T&1 

Alt HA: 

WOXESr 



Compliance, with FCC RjfegiiJsiLjijn^ - This eqjnjpmeiu 
generaLey and ugcis radio I requeue# energy and iftiol 
inn^ljgjji and used properly, dial is, in &iricL 
LiCpordcirioe wiili dit* manufacturer1!; Ingfructlons. 
may cfilikc interference to mil in and televisiotj 
reception.* ll ]lll*r been Lype Lasted rind found In 
comply wlih i he limiis lor a Class B computing device 
lei accordance with die sipcdlfeaLion in Suhpmi ..I oi 
Ihtri L ft of free Ruins, which an- designed Lo provide 

proteetlon against such iriLerfcrunciu in a 
residential inat Filiation. However. Ihere is no 
guarantee dira ijUej fcrecLue will [ 1.0L oticur in a 
pari irnjJar insi nILahon. FI i his equipment does cause 
ln.teifereo.Cfe to radio or Lelevi&iui] reception, which 
can lie ddormined by mming the- eqiilpmSenc off and 
on, tin? user is &i£ijurigcd Lo try tb t urned ihc- 
Interference by one or more of ! he following 
measures: 

- Reorient the receiving antenna. 
* RjfeUicatt: the: iNESi' with respect to the receive^ 
- Move tin? NES away from the receiver. 
» Plug the NES into a different outlet SO dial die 

NES and receiver are ou diJTerenl cireui 
]f iLLiuassarv, ihe user should consult the dealer or an 
expefiesieed radio/Lfelevi&iun Lechiiician fur addillunal 
HuggcFiliuns. The user may find the following booklet 
prepared by ilie l ederal CcirriinunLcgiHo jib 

r.mnmisston helpful: How to Identify and Resolve 
Rad Lo I V lid erli:ri:nc:c I ^mblcnis 

m 
his hfiokLrl k 

nvaihbk* train i he U.S. Government Primiiyj, Office. 
WashingUm D.C. 20402. Sln-:-k Nn. Q04-000-00340^, 

WHEN YOUR JOURNEY IS AT AN END.. 

Upon your arrival at the Inner Sanctum, 

you will he given a passcode. Record this 

code, and send this with your name, 

address, birth date, and a report 

of you quest, and receive the 

Honorary Certi/icate of Di$couery 

from the Wizards of Sammy! 

Be wary though, for every passcode 
is unique* and counterfeiters will 

have a vile spell east upon them! 



90-DAY LIMITED WARRANTY; 
.■V.II'-I.» :i:i Hr. .11 .ai:-, ■: ;i:i-1:11 :r n -i ;“Anv-kv .r S-nr ii| 'I w;ilIV.i!":, -.1: :hfi MVEllMl 
c cats ureter p IjDI LlLlr. AM LKICAN SAMMY Grn:i:-11, si. !‘l v.Ff! |n:ii irii li!i.l; ii|j;-r...njt Pale 
AcCtfKOTlr* 4r ROBOT ACCESSORIES! Hhali be free lions fie fee e& in niiKerin] :irid 
wwkrcinnftldp- 1m a 90 day* fcvfji dstUs of piutihiu-e. II" a defect ccwkiJ ly 
ihlH wnmrjL^OMTurt dunii^/ilu dn-v ■p.-iirriitiiy p^rlmj, Ai|n;rli:uEi Saimiiy *113 itp*lr 
m rrplnr-c die HAKJ at :1k Dpi Ian, free of cliarui:. 

Tii receive Lhlsf w-armnry Service: 
1. DO WOTicluni tout defective tin nit c'uk lo the reLallcr. 
2. r>J-m ilv cl is: .’i :in ir n i ..-iy ■ iivivlufli rif th." ptrukutm T-iquliliip wurmnLy wro: r 

by cnlLing: (3L0| 320 7UV7. 
3. Jl Itiu Amcrlcjin Kanimy ecrvlue technician Ir. unable lo salve Llie prohli-r-i by 

Jilwnr. In? will 111w1y:j1.1 with it Return. AliGlotLeilILojl muiibur. :k:ii“• Iv r>:rqrd 
Shift i ii ii:il.-*-s'-In. I III- CuLlSli’l:: |iill -ri-:i :!«-|-tI.Iv:- PAK, ami fiM.ijiM yi.x.i: 
FAKcTelyhL pfeparuiL ;r. your risk of iLuiu^e:, EnplJieri&lh yoii r •, ift:h slip ur 
slnill-ar pnjijf-oJ piindiM-*: wfthln the 9D-'iov warranty period tu: 

Ame-xLcoD Soiumy Odirporatlou Cudbuebc? DLvIaiim 
IfUStJi Stmt. Suite D-1U1. Torrance. CA 3D&01 

This wnmiilly :■! mil IWl apply il Ihr ]'|\K ':i:i>, 1;iti slair. jV-.| liy riL'jj'JIlK'IH ;i.\ 4ir:::lii il. 
iinreottHiriblc uae, ri i nd Ilk ai loti. tampering, nr try olln:i‘mu^cri um i-l:icr-:l lo 
drFi.*i-Lfro my.Lertnls ur imltm ori s hip 

REPAIRS AFTER EXPIRATION OF WARRANTY: 
!l 1-1! ■ HAK 11 ::VV li‘ *j i :-i :i |in.-ilrili 11M rr" 111 • ~ 'll I "• - ■ I: i V i*:i 11 iirily | -"rki:l y: 111 m;iv • 111: i il 
Amertean EOJiuiy Corporndcci Service ttlvlslnti r.l Hie pli:ii>r-1jiluiii:■ i ui:ii-.l .ril:i ->r. h 
"hr Amcrlcun Sammy l:\Ii nkkuL in unable lo solve the paobiecn by phono. he ir_uy 
jiii:v111:■ y:iu wills :i IfciurZI Aliltmi^li.lUGi irJEllbflT. Vuu :!I:'V Uich Kl'Dtd tills IHiinUcr 
GJ1 tilt O.i^r.hic- |.: l-: b_-11 ■ 11 n ■ i':! I lie drlrrl iw PAK inn! i ;l i: ii Ills .-li.- Ii.-i-1 |ir P^K ft r||»hl 

:iivi>-.lii lo Aragrtaan Sammy. enclnaLp| n >:Jiei L rn .iir.Lny ■::* I1 ,\n SID.IXI jmyi'iLili: 
■ Amrr.caji SMimy.Corponr.lon. American Snoj'giy will, nc ib; opi lnri. c-ubjcel lo Hit 

IUp.lHn;|::i.l! thr PAK ur rt'iiUm 1Lw||Jl%i dsrv.;t!r T<?jiQljed PAK. If 
rtpInCiHLW-TILF.M'ia : i ■ lie'll .iviillahlr 111 >" ■ 11 ■ 11 ■ r 1111-:: PAK will hr p>Fi. I :ii|il r 11:1 
■S LO.tllJ jiuyTiieiil rcfuniied. 

WARRANTY LIMITATIONS: 
ANY S^rCABiLE CMFIHSrj V.ri^RRANTJES. IWCLlJDDIG WA&RANiiES OF 
MEHCliiMITAIJl I.ITf AND j'l ThF-HS FQ2t A PAR I’SCUI -OR PURPOSE. Hi :FiT:liV 
LIMNED TU MKETJY DAYS- FjROM 'D ill DATE OF PUTKHA9E AKD l"OR A 
PARL'ICULAR PLJd'USli. ARE Jltl-l'.U-V LlMlilSO TO hlhhTY DAWi iT«TJl1 11 ■ I- 
RATI". OF PURCHASE AND APE SUIMECTTOTHT; COM: OOMS SET FOR IT I 
HZTRr:i“,-l. IN NO rA-'FIHT SI-AI I. AMERICAN H/iMTrVi I1F. IJAIHI.K FO-lt 
CONSEOUEN Jl/il OK INCIDENTAL L'j'.MAlTEBRESULTING l“e'JM Till: DKEACOI 
OF sashr E® RESS Ok IMPLIED WARi4i\Nt1E& 

■JliL- piOll^>jndb>ril dll:. w.ii:V:i«ly jail* V.iLmI ii llw IJplErfl iHily s-.»nue i 
noi nllov.' Ljiurtiilforis oil Ilo# bi^ on :mplkij tv.an.un:y ^5.If. or cxclur.bn. oc 
§ ixmr |i n i;lii! re ln;,-1:lrnl:il damn^es. no Lie accye IutblitlloiiB.-^in-:J cKcluvIun may 
JIOl ap'ply hi ywil - Tills- .a;i ri ;ii il v |>ivrs yai.| ypcrlflr lri*iil rll|llb- :im! y- in |tiny :.dKi.i 
hiive.uUier r|.nl:t3 which uiiLi: i :i star*. 

Along your treacherous journey through ttie Land of 
Varn. you may encounter various dilemmas. You may 
a'so wi s h so map out your travels along the way. 'I he 
Might & Magic Ciu& Hopk is a hcJpful tool tor even th* 
rno-Dt 5 ki II ed adventu rer 

Just M?l out this form and send it in an envelope with yo 
check or money order to: 

American Sammy Corporation 
Attn: Clue Book Department 
2421 505th St. Suite D 104 
Terrance, CA 00501 

(Hesse rnnkn chGcfca^onfl'/wdBfp payable ia Ami>rlppn Sammy Eorporalie 

I--- 
PLEASE PRINT 

Name 

Address- 

City Slate 2SpdEodB 

Send __Clue &Dak.=, at $3.95 each. 
OaJlforrfia reab'enls .*n1d ft (62c pB^booh^ 

Add SS'.OO postage u.r d "Lbindli ng per bonk. _ 

TOTAL’ 


